



















Catch Pokemon Pak "A" for only 
$69.95* U S. [$110.95 Cdn.] and get: 

■ Your choice of ONE: Pokemon' Ruby or 
Pokemon’Sapphire Game for Game Boy Advance 

■ The Pokemon * Ruby and Pokemon Sapphire 
Official Player's Guide 

■ Game Boy Advance Game Link Cable 

■ Plus a 1-Year, 12-issue subscription to 
Nintendo Power* magazine 




Order Pokemon Pak "B" for 

[$157.95 Cdn ] and get it all: 

■ BOTH Pokemon Ruby 
Games for Game Boy Advance 

■ The Pokemon Ruby and Pokemon Sapphire 
Official Player's Guide 

■ Game Boy Advance Game Link Cable 

■ Plus a 1-Year, 12-issue subsc ' 

Nintendo Power magazine 











Official PoUemort Bundle Pak Order Form 


PoUeniOn PaU "A" Please choose one: 

□ With Pokemon * Ruby Came (Offer #4371) 

f 1 With Pokemon " Sapphire Game (Offer #4372) 

Pokemon Pak "A" includes: 

• Choose one: Pokemon Ruby or Pokemon Sapphire Game 

• Pokemon Ruby and Pokemon Sapphire 
Official Player's Guide 

• Game Boy 1 Advance Game Link Cable 

• 1-Year, 12-issue subscription to Nintendo Power' magazine 

ALL OF THE ABOVE FOR ONLY...$69.95* U.S. 

($110.95 Cdn.) 


□ Pokemon Pak "B" (offer #4373) 

Pokemon Pak"B"includes: , ^ / 

-Pokemon Ruby Game (?&T &CTK 

■ Pokemon Sapphire Game " 

• Pokemon Ruby and Pokemon Sapphire 
Official Player's Guide 

• Game Boy Advance Game Link Cable 

• 1-Year, 12-issue subscription to Nintendo Power magazine 


ALL OF THE ABOVE FOR ONLY.-$99.95* U.S. 

($157.95 Cdn.) 


PLEASE NOTE: U.S. residents of the following states please add sales tax on $50.00 U.S.: CA 7.25% 
($3.63 U.S.) MA 5.00% ($2.50 U.S.) Ml 6.00% ($3.00 U.S.] WA 8.80% ($4.40 U.S.). For residents of MA, 
Ml and WA sales tax is included in the $19.95 Nintendo Power subscription price. Canadian residents: 
GST/HST is included in the $27.95 Nintendo Power subscription. Please add 7% GST on $83.00 ($5.81 
Cdn ). Residents of Newfoundland, Nova Scotia and New Brunswick please add 15% HST ($12.45 Cdn.). 


Don't Forget: shipment will begin on or after 
3/17/03 and may take 4-5 days for delivery. 


ORDER NOW VIA OUR WEBSITE AT 

www.nintendopower.com/pokemonpak 



Nintendo Power, P.O. Box 97041, Redmond, WA 98073-9741 


PLEASE NOTE: U.S. residents of the following states please add sales tax on $80.00 U.S.: CA 7.25% 
($5.80 U.S.) MA 5.00% ($4.00 U.S.) Ml 6.00% ($4.80 U.S.) WA 8.80% ($7.04 U.S.). For residents of MA, 
Ml and WA sales tax is included in the $19.95 Nintendo Power subscription price. Canadian residents: 
GST/HST is included in the $27.95 Nintendo Power subscription. Please add 7% GST on $130 ($9.10 Cdn.). 



add 15% HST on $130 ($19.50 Cdn.). 
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I am paying for this subscription by (CHECK ONE): 

□ Checkor Money Order DVISA □MasterCard 
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Your Pokemon Pak Online Now at 
www.nintendopower.com/pokemonpak 
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BEHIND THE 
GAMING SCENE 

Hi there, good folks at the big N. 
I was thinking, we here in 
North America have Nintendo 
Power. Does someone in Japan 
publish Nintendo Power in 
Japanese? Or is it called some¬ 
thing else? Does Nintendo of 
Japan have an exclusive maga¬ 
zine like we do? Thanks for a 
great mag. 

Twyque 
Via the Internet 
Nintendo Power doesn’t reach 
our friends in Japan, but they 
have some great official Nin¬ 
tendo magazines of their own. 
NCL (Nintendo Company Lim¬ 
ited) in Japan has no in-house 
publications department, so it 
contracts with three outside pub¬ 
lishers to create Nintendo maga¬ 
zines. Nintendo fans in Japan get 
all their inside info from Nin¬ 
tendo Dream, (published by 
Mainichi Communications) Nin¬ 
tendo Cube & Advance (pub¬ 
lished by EnterBrain) and 
Dengeki GameCube (published 
by Media Works). 


design your games? I definitely 
programmer and I am thinking 
rior. Thanks for your 


The Nintendo game designers 
at NCL in Japan and NST (Nin- 

USA use a lot of proprietary tools 
for game development, but most 


LETTER OF THE 


Yes, character design is an inte¬ 
gral part of video game produc¬ 
tion, and a unique job. Artists 

before the characters are placed 
into a game. Character design 

drawings to elaborate, }-D com- 


Carl Wynia 
Montana 

We had to dig way back into the game records to find the answer to 
this one, and you may be surprised by what we found. There wasn’t 
just one first NES game. There were actually 18 titles released in 
October 1985, when the NES was launched. Even back then, Nin¬ 
tendo supported its system with a diverse library of launch titles. Take 
a trip back in time and look at the list below. Do you remember play¬ 
ing any of these? We sure do! 

10-Yard Fight Golf Pinball 

Baseball Gyromite Stack-Up 

Clu Clu Land Hogan’s Alley Super Mario Bros. 

Donkey Kong Jr. Math Ice Climber Tennis 

Duck Hunt KungFu Wild Gunman 

Excitebike Mach Rider Wrecking Crew 







to? And any word on what 
Retro Studios is doing next? 

Chris Lindhout 
Via the Internet 
The big news is that Nintendo 
and Retro Studios have con¬ 
firmed that Metroid Prime 2 
(working title ) is in the works! 
There’s no official word yet on 
Silicon Knights’ next project. 
Keep checking Game Watch, 

and siliconknights.com for 

gba s? buzz 

Why didn't you tell us about 
the Game Boy Advance SP? I 
just read about it in a newslet¬ 
ter. If it's due for North Ameri- 



WHEN GAMES COME TO LIFE 

Ryan and Kimberly Reusing from Maryland love Animal Crossing and enjoy their 
time playing it together so much, that they created a model of their town. They 
sent along some photos and the following letter for all Animal Crossing fans to 
enjoy. Thanks for sharing your town with us! 

My mother and I simply love Animal Crossing. All summer we read and reread your great Animal 
Crossing reviews—we couldn’t wait to play! After we purchased Animal Crossing we were inspired to 

along with it — Pelly, Rover, Gwen and our original character. The diorama is made from cardboard 
and foam rubber, and the characters are made from clay. 


I just heard about the new 
GBA SP and I have a few 

Reader and I see that the new 
GBA SP installs games in the 
front. Will the e-Reader work 
on this new GBA? Also, does 
it have L and R Buttons? 
What does "SP” stand for? 

David Battino 
Via the Internet 
It takes careful coordination at 
NOA to prepare for such an 

assured that once we announce 
something, though, it’s official 
news! The GBA SPwill be 
compatible with the e-Reader. 
The compact system has L 
and R Buttons on the back, 
near the hinge. The letters 
“SP” in GBA SP stand for 


ANIMAL CROSSING CORNER 

popular Internet forum dedi¬ 
cated to Animal Crossing. We 
agree on most things, but 
there is one constant debate. 
The male character in Animal 
Crossing has what appear to 
be horns sticking out of his 
head. Are these in fact 
horns, or does he have some 
crazy hairstyle? 

Brandon (Mr. Mayor ) 
Via the Internet 
Well, Mr. Mayor, you can settle 

characters all have little 

their hats. It isn’t a crazy hair¬ 
style. The viking look is all 
the rage around the village 


in Classified Information, and 
now I'm confused. Does feng 
shui work on both floors in 
your house, or just the first? 

David Fong 
Via the Internet 
Feng shui works kind of like the 
Happy Room Academy rating — 
only the first floor incorporates 

thought of having a Write 
Away, Right Away for people's 
custom Animal Crossing town 
tunes! I have discovered songs 
from many Nintendo games. 
Here are a few of my favorites. 
Chrono’s Theme: 
adefcaeczaceABzz 
Kirby’s Theme: 
A-Gfeca-defGezz 


Mario Theme Song Intro: 
zzCCzCzACzEzzzGz 
Zelda-Elegy of Emptiness: 

A- -BAfADB- -zzzzz 

Gregory 
Via the Internet 
Thanks for sharing your great 
compositions, Gregory. All bud- 

check out Write Away, Right 
Away, and send in their favorite 
town tunes. Use the same format 
Gregory did: Uppercase letters 
represent notes in the higher 

Hey y’all, I live in a small 
dwindling population is 

most excellent friend a boy 
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with various sports balls and 
unselfishly give each other 
gifts. I can remember that ol' 
goof always telling me "Coo- 
ha!" to lift my spirits. Oh, 
Egbert, how I miss you. You 
sec, one of my not-so- 
respectable human friends 


P.S. 

derfu.1 comfort to me during 
this hard time. 

cal-Hom Head 
A Village Somewhere 
We feel for you. Lonely Spheri¬ 
cal-Horn Head, and hope that 
one day you and Egbert are 


One funny Nintendo game 
product is a cake pan shaped 
like Mario and Luigi. It's pretty 
fun to have a cake shaped as 
the Nintendo legends! 

AlanBolima 

The weirdest Nintendo prod¬ 
uct I have ever seen is Mario 
and Zelda cereal! The box has 
pictures from old Mario and 
Zelda games. Don't forget that 
they both come in one box! 
In one side there's Zelda 
cereal, and on the other side 
is Mario cereal. What a satis¬ 
fying breakfast! 


Minnesota 

The strangest Nintendo char- 


is the Mario Kart 64 
Telephone. It has Mario 
holding a lightning bolt 


Via the Internet 
The funniest game product 


The weirdest Nintendo game 
product I've ever seen was 
a Pokemon MakeUp Set. 
Now, this may just seem 
weird to me because I’m a 

want to rub your face with 
makeup that has Jigglypuff on 
it? Would you really want to 
put lipstick on with Pikachu 


WRITE AWAY RIGHT AWAY 




“Hours of addictive fun!' 
- Game Pro 
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EVOLUTION SNOWBOARDING 


If snowboarding for pleasure isn't exciting 
enough for you, try snowboarding for your 
life in Konami's Evolution Snowboarding 
for GCN. Choose a character, collect bonus 
videos and fight through missions around 
the world, picking up weapons and chal¬ 
lenging boss characters. Even boarding 
down K2 would seem tame after this. ’ 
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JAMES BOND 007: NIGHTFIRE 


James Bond is coming to GBA in a big way 
this spring. The 3-D shooting action of 
James Bond 007: NightFire takes Bond 
through nine levels, recreating many of 
the stages from the GCN version of 
NightFire while presenting new chal¬ 
lenges, as well. The story is essentially the 


same—Bond must track Drake from the 
Alps to Japan, then to the South Seas and 

screen shots, the development team at JV 
Games has taken GBA 3-D to a new level. 
(Don’t miss this months Developer Pro¬ 
file.) What you can't see is the smooth 

tional quality of the Bond theme. We give 




HAMTARO: HAM-HAM HEARTBREAK 




The Ham-Ham gang is scooting over to 
GBA for its second adventure. That dratted 
Spat is causing trouble again, and you'll 
have to put an end to it. You’ll learn a lot of 
the Ham-Ham language and dance steps. 
It’s a gende adventure that will appeal to 
fans of the cartoon and younger players. 



PROJECT: DIGIPEN 

This month’s Project: DigiPen spotlight falls on WASTE—a real-time strategy 
game in which you command huge armies in epic battles. The story is like some¬ 
thing out of a Mad Max movie. Years of ongoing warfare have ravaged the world. 
Now only ragged bands of survivors roam the wastelands, searching for precious 
resources. The constant challenge of finding new resources and protecting exist¬ 
ing stores provides the basis of the game. At the tactical level, you command 
troops in battle—grouping and moving troops on the overhead-perspective map. 
WASTE features an interesting food resource system that keeps your troops full 
and ready to fight, and the use of heroes to help train your raw recruits. To defeat 
your opponent, you’ll have to invent new strategies and tactics. DigiPen sopho¬ 
mores Adam Brennecke (producer), Christian Crowser (designer), Jeffrey Lindsey 
(technical director), Justin LaLone (tester) and Clark Morse (sound director/prod¬ 
uct manager) created WASTE in less than six months. 






























































Epic Center isn't the only place to look for RPGs this month. GW gives 
Kingdoms II for GCN, and Capcom's Onimusha Tactics and Mega Man Ba 


Advance from Capcom. For even i 


li-T 


rr appeal. You'll use the chip system from the Batt 





























































no coins* no RinGS* 


PLAYTIIllE IS OVERt 
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Win your ultimate wish! Play as one of 
your favorite Shrek® characters in 30 \ 
action packed events! It's Super Party 
up to four players! ^ 


























Comic Mischief 
Mild Violence 
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FEATURING AN 
EXHILARATING 
$ STORYLINE 
WRITTEN BY 
BATMAN 


,._ITERADAOF 
FINAL FANTASY 








I The Sims are moving to Nintendo GameCube! For those of you who are unfamil 













Life mode i 

advance. Play The Sims mode is more 
ended like its PC counterpart. Only Get; 
selectable at first—you'll unlock Play Tl 
after completing the Dream House 1 
sequence. 


In Get a Life mode, you'll lead your Sims through life’s big 

seven levels has a number of goals that you must complete to 
advance. The tasks range from getting a job promotion to 
throwing a successful party. (You can view the list of goals for 
the current level via the Start menu.) After you complete each 
goal, a new item will become available for purchase to upgrade 


52 

In Play The Sims mode, you can create an entire neighborhood, 
build your own houses and meddle in the affairs of each Sim as 

no levels to pass—you play however you like for as long as you 


family, you can even evict them 


Your Sim's appearance is divided into 
two categories: Body and Head. 
Under the Body category, you can 
modify your Sim's skin tone, body 
type, upper-body attire, lower-body 
attire and shoe style. In the Head 
category, you can change the Sim's 
face,hairorh-* < ~ { '' , ‘ ' 


facial hair, eye color 
__(glasses and ear¬ 
rings). You can also pick the colors 
for your Sim's hair and attire. 




Design your body type and facial features 
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Your Sim can get pretty lonely, so interact with other Sims as often as possible. Many social activities 
fulfill other needs, as well (e.g., watching TV with a friend fills your Social, Fun and Comfort meters). 


fio 

Naturally, your Sim needs to have a little fun. There’s a variety of 
spiffy household items you can buy to provide some entertain¬ 
ment. Refilling your Fun meter can take a while, though—aside 
from Energy, it's probably the most time-consuming motive. 


will become depressed and refuse to do any¬ 
thing that relates to improving a skill (e.g., 
work out or study cooking). From time to 
time, you may have to give your Sim a day 
off from work to have some fun. Remember, 


watching TV, dancing in front of the stereo, playing pinball and shooting some 
pool. Having fun can be time-consuming, but it's crucial to maintaining your 
Sim's happiness. 







When deciding whether he or she is happy with a room, your Sim 
takes a number of factors into account. Is the room clean? Is it 
well-decorated? Is the furniture nice? The Room meter fluctuates 


Sims like stuff. Purchase new furnishin 


lings and decorations for your home to 


ain a high Comfort level, buy stuff that replenishes your Comfort meter while simultaneously fulfilling other 

.i bathtub, dining room chairs and a couch to sit on while watching TV will do the trick. The quality of the iten 

affects how quickly the Comfort meter increases. 



Buy mode (accessible from the Start menu) is where you'll pur¬ 
chase all of the items essential to your Sim’s happiness. Your Sim 
will gain the most satisfaction from high-quality objects. A 
smaller television may be inexpensive, but your Sim will have a 


heck of a lot more fun with a big-screen TV. Continue to upgrade 
your furnishings as your budget allows. You can also sell items in 
Buy mode by grabbing them with the A Button then pressing the 


Get rid of old stuff for cash 
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After you purchase an item, you have to decide where to put it. Avoid blocking 
high-traffic areas, and keep in mind where the item should go in relation to 
other items. For example, don't put your dishwasher too far away from the 
dinner table or your Sim will waste precious time walking back and forth. 




New to the console version of The Sims are 
a couple of two-player modes. In Get a Life 

see whose Sim can finish a specific chal¬ 
lenge first. In Play The Sims mode, you and 
a friend can pair up and control Sims in the 

absolute blast and give even long-time play¬ 
ers of the PC game a compelling reason to 
try the Nintendo GameCube version. 

Get a Life challenges 
















__ ___—"—■— 



K .jj 

1 1 I 

kifeV 

i ■ - 


V—] K^fS 











THE HOTLY ANTICIPATED SEQUEL TO GOLDEN SUN IS 
ALMOST HERE, AND IT PROMISES TO BE ONE OF THE 
YEAR'S MOST ENGAGING RPGs. 


FJ CEMT'm. 

SPECIAL PREVIEW 
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Def Jam Vendetta is jam-packed with beats and lyrics. The games stars contribute con 
temporary smashes such as WCs “The Streets,” DMX's "Intro” and Method Man’s 
“Bring the Pain.” Other big names on the Def Jam label bring the hits, too—from 
new-school artists, such as Ja Rule, Christina Milian and Jay-Z> to 


: fighting, boxing and As you fight your way to glory, you’l 

‘ travel to one underground arena afte 
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METHOD, REDMAN, DMX AND A CREW OF HARDCORE HITTERS GO 
UNDERGROUND FOR A HIP-HOP BEAT-DOWN IN EA SPORTS BIGS 
DEF JAM VENDETTA FOR THE GCN. ITS A NOHOLDSBARRED 
BATTLE FOR POWER, MONEY AND RESPECT. 
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Outset Islands secluded c 
the sun gently warms th< 


mmunity has thrived peacefully for as long as most can remembei 
sland's sandy beaches, life passes with the leisure of a drifting 
breeze. Today is a special day for Outset Islands peo- 
P^ e > though. One of the village boys is celebrating 


the legendary hero of time. 

( D VISIT GRANDMA 


time, he dresses in the legendary 
hero's green garb. Before the celebra¬ 
tion commences, visit Link's grandma 
for a special gift—the Hero's Clothes. 




The wind calls oat port a new he;Ro. Link 
sets sail pon new Lands fn oati beginning 
sCRaCegy.conejtage op hfs GCN adaentune. 
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Aryll obviously adores her big brother and is the ( 
first to find him dozing under the warm 
the watchtower. It’s Link's most important birth¬ 
day, and Aryll is anxious to let Link know 
their grandma is calling for him. Chat with I 
Aryll, then climb down from the watchtower. 


LinktteHeral 
Clothes, she'll ask him to fetch 
his sister, Aryll. Run back to the 
watchtower and talk to Aryll— 
she has a present for her big 
brother! Little Aryll will lend 
Link her most treasured pos¬ 
session, the telescope, for his 


USING THE TELESCOPE 
































D enter the forest of fairies 

llff' **L.m.jn JM# Link was hoping for a relaxing 
£f) % ’ birthday, but fate chose other- 
i iMUrrlUftife "J&j wise. Climb the path to the 


horizon, shooting stones at * . 

the giant bird. Stunned by a cata- >4^9 
pulted stone, the bird drops the pirate M 

girl into the Forest of Fairies. With his fl 
new Hero’s Sword at hand, Link braves the m 
Forest of Fairies to save the fallen girl. 

B BATTLE THE BOKOBLINS 




parry attack since they 
can strike multiple foes 


THE ANCIENT 
HERO’S SHIELD 


Remembering the family shield displayed in 
his grandma's house, Link hurries there to 
borrow it. When Link climbs the ladder to his 
grandma's loft, he is alarmed to see the shield 
missing from its place on the wall. Link jumps 
down from the loft to find his grandma hold¬ 
ing the Hero's Shield. Take the shield and 
return to Tetra's pirate ship. 


























a SEARCHLIGHT *2 


Take out the farthest searchlight first to 
save some time—you'll need to get back 
to the tower's other side to ascend it. 
Smash the vase to get a stick and smack 
the Bokoblin to disable it. Watch your 
step—it's a long ways down if you fall. 


10 SEARCHLIGHT #3 


[D USE A BARREL TO SNEAK PAST GUARDS 


Link must reach the door lead¬ 
ing to the tower's upper area to 
free Arjrll. Two Molblins guard 

with rats. Follow the path on 
past only one guard to reach 


s almost reached the tower’s highest point. The 
flock near where Aryll isbeingheld.Linkhasonly 
re guard to sneak past. Wait for the Molblin guard 
then remove your barrel and make a dash for it. 

IQ DOOR GUARD MM 


make Link sidle along the 
narrow ledge. Don't 
. let go of A until 
\ he's safely on tf 
V other side. 


When Link finally finds his Hero's Sword, 
he'll have to grab it quickly. He'll acciden¬ 
tally trigger a trap and have to fend off a 
Shield Bokoblin guard. Lunge over to your 
sword and defeat the Shield Bokoblin to 












Aryll's cries for help echo through Link's e 
as the giant bird casts him into the Grea 
Sea. The King of Red Lion a wise, talking 
boat, saves Link and takes him to 
Windfall Island. Link must find a 
sail merchant on Windfall jM 
Island and stock up on goods 
for the journey. 


business started and is selling 
an item called "that” for 80 
Rupees. Buy “that” from Zunari 

sail! Dragon Roost Island will 
be your first destination, but 




Enter Mrs. Marie's School of Joy after you've gotten the Picto 
Box. Talk to Mrs. Marie about the four truant boys (the Killer 
Bees). Ivan will challenge Link to a game of hide-and-seek. Roll into the 
tree near the old man to shake one kid loose. One is behind the bomb 
shop, one is behind the stone altar on the cliff, and another is behind 
the bush above the stone archway near the town gate. Catch each of the 
four boys to win the game and get a Piece of Heart from them. 


Link's journey to save Aryll has barely begun. His head fills with 
thoughts of the friends he'll met and the wondrous places he'll 
see. But the winds whisper of a growing evil in the land. Will 
Link find Aryll in time? With the King of Red Lion as his 
guide, Link sets out for his biggest adventure yet. Stay | 
tuned for future coverage of The Wnd Waker! ® 1 
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THE L EGEND OF A Legend ReboHra "' W 




i if preorder The Legend of Zelda: ^ 

/ J J The Wind Waker includes two r TTSl 1 

“ ' ' ' versions of The Legend of ^/AS ) , * 

- OCARINA OF TIME® Zelda: Ocarina of Time. Our jg 

, coverage concentrates on the 

MASTER QUEST'' Master Quests dungeons^For 


the Kokiri Sword in the southwe; 
id purchase a Deku Shield from the shop, equip 
and head for the Deku Tree. The first set of chal- 


BASEMENT 2 


■ 0 Climb the ladder to the sec 


I f the tree's centr. 

jump across ledges to a large treasur 
-mp attacks or Deku 


chest and use jump att 

Nuts to fight the create.... r _ 

the chest. Break the egg before it hatch¬ 
es and watch out for more falling eggs. 
When the area is clear, open the chest 
and collect the map. 


\ A Climb the wall near the tre 
r level and step onto a wall s 

cobwebs that block a door. 

\ A Enemies and eggs pack the long room that branches off the main cham- 
f w ber. By stepping onto a switch near the entrance, you'll make platforms 
rise from the floor, giving you temporary access to all of the ledges. Defeat 

‘ - - jre in the room (including the dangling eggs) to make one chest 

_ rr Fairy Slingshot), and light the torch in the middle of the room to 
trigger the appearance of another chest (five Rupees). 

■ 0 Climb down to the second level and 

■ w use a lit Deku Stick to burn a cobweb 

■ barrier. Then enter the next room and 

■ defeat a large Deku Baba by slinging Deku 

■ Seeds. Clear away the rest of the room's 

■ —yo^ slingshot at the 
:he barred door to gain 




\ 0 Pick off the Skullwalltulas from the wall vines with your slingshot, then 
* niimb the vines to collect the compass. Turn around and aim your sling- 
t a ladder that hangs high on the wall. A single shot will make the 


ladder drop, giving you act 
) 0 A cobweb co\ 


0 Step onto a switch to light a brazier in the tree's lower chamber. Light a 
w Deku Stick with the brazier's flame, burn a cobweb and step onto anoth¬ 
er switch to make a treasure chest appear. Collect five Rupees from the 
chest, then aim your slingshot at the eye emblem above the barred door and 
let a Deku Seed fly. The shot will unlock the door. 


0 Use your shield to deflect the Deku Scrub's shots, and defeat the crea¬ 
tures in the small connecting chamber with your sword. Leave the room, 
return with a lit Deku Stick and ignite the torches to unlock the barred door. 


' MASTER QUEST MAP KEY: 

d'KiWll.’l: 


Os,a,e 8 ,Ca,,„^ ^ (g) Compass (g) §£»”■ 

% 

Violence 

( 8 ) Dungeon Map (g) Boss Ke, (g) SSlpstlyrerceLTv'' ?o“s rcSnSmome'!?[hem. 
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Bomb Flower to blast through 


There are five silver Rupees in the cham¬ 
ber. You'll find three of them by crashing 
into crates and another one by destroying 
the western Beamos Statue with a tar¬ 
geted Bomb Flower blast. Another Rupee 
floats above the wooden walkway. Climb 
up to collect it. Once you have all of the 
Rupees, the door to the next chamber will 


emblem on the wall that acts as a trigger for the next door. 

0 You'll encounter two Lizalfos in a large room. Wait for them to come to 
you then fight them with your sword and shield. 

© Run the length of the cavernous chamber, avoiding contact with the fly- 


you go, and pull up a Bomb FI 


pair of crates. 


Turn around and place the explosive near a Bomb Flower that grows from a 
pillar (point 17 on the map). A chain reaction will unlock the door. 


Q When you reach the edge < 
w that has tall walls and big t 
you'll see three torches on the 


© The prize for all of your hard work is a bomb bag that holds 20 bombs. You 
© Climb onto the bridge oyer the large 


the pedestal, light a stick and transfer the 
quickly dispatch the largehangingSkulltula, 


© You II duel a pair of sword-wielding Lizalfos in a chamber where lava 
flows around square platforms. Wait near the chamber's entrance for 
the creatures to come to you. Hit the beasts with your sword and block their 
attacks with your shield. A door will unlock at the battle's end. 





















Q Dive underwater, swim into the alcove and resurface next to the treasure chest. Collect the 


compass from the chest, then stand on a switch to unlock a door on the main level. Retu 


© You'll find a variety of enemies in a water-filled chamber. If the Like Like steals your shield, 
you'll be able get it back after you defeat the beast. Hit the submerged Stingers with Deku 


andclimb up to 9 the chest. 


0 With the boomerang ir 
w Return to the area tha 


When you enter the northeast chamber, the door will lock behind you. 
w Target the cows on the walls with slingshot seeds to make a pair of Li 
Likes appear. By defeating the creatures, you'll make the door unlock, a che 
appear and a brazier ignite. Light a Deku Stick before you leave the room. 


A Use your lit Deku Stick to burn a blocking cobweb. Enter the next room 
w and destroy a dangling tentacle to clear the way to a chamber on the 


0 Drop to point 2 


point 5 and talk to Princess Ruto. 
After she sits down, pick her up, step on 
the switch in the center of the room and 
jet a fountain lift you to the highest ledgi 

princess onto a platform. 











lyjftgyjtfgyj 



Q Climb the vine-covered wall section between the building's main entrance and the 


€k Use the Hookshot to defeat enemies in the first hall, then run through the cent 
w chamber and climb the stairs to a large black block. Switch to your ocarina and 
the Song of Time to make the block disappear. 


Q Stun the Wolfos with your Hookshot, then finish them off with your sword. A tn 


after the battle. Open it to collect a key. 


After a battle with a Stalfos, you II reach a large, 
w tall room. Climb two ladders to an area that has 
arrows on the floor. Turn left and pull a large, gray 
block as far as you can. Run around the block, follow 


block as tar as you can. Run around the block, follow 
the passage to another gray block and push it until it 
falls into a shallow hole. Return to the area that the 


Drop to the level ot the gray 
blocks, climb the second gray 
block and work your way up to 
another brown block. Push it unt 
it drops into a shallow hole, then 
climb up to a crystal switch. Hit 
the switch with your sword to 
expose Hookshot points. 


0 The princesss platform will rise, sproui 

Bigocto. Chase the beast around tfie plat¬ 
form, staying close to the spikes and rolling 
to gain speed. Target the beast from behind 
with your boomerang, then close in on it 
when it is stunned and attack it with your 


0 After you defeat the 
creature around the 
spiked platform, the 






















0 Navi will tell you to watch for the shadows of the monsters that come 
down from the ceiling. If one of them grabs you, it will take you to the 
temple entrance. Drop to a large, ornate chest and open it to find the boss 
kev. Next, fall into a sauare hole and defeat a SDlittina Floormaster to unlock 


0 Your prize for victory against the 
w Stalfos is the Fairy Bow. Return 1 


0 Leave through the door and drop to the ground. You II find a small key in a 
treasure chest. Play the Song of Time to make blocks appear, then climb 
the blocks up to the checkerboard room and unlock the door at the end of the 


0 After you fire an arrow into a picture of a green Poe, five large blocks 
will fall to the ground. Four of the blocks each show one-quarter of tf 
picture. Arrange the four blocks to complete the picture before the time ri 


0 Return to the temple s central cham- 


* % 
























Hop to the right side of the lava pit, 
onto a moving platform, and use yo 
ikshot on a torch to fly over a wall o 


W 11 


to hit the switch on the other side \ 


Watch the timing of the moving block and 
hop onto it while it's on the way up to 
avoid any time in the flames below. Ride 
the block up to the next level. 


0 Use Din's Fire at point 13 to 
w light a torch and trigger sev¬ 
eral Hookshot targets. Grapple 
to the top of the room and open 


0 Open the door at point 12, walk 
w through the hole in the fence, turn 
around and climb to the top of the fence. 
Use your Hookshot on the torch or jump to 
one of the platforms on either side of the 
moving block. 


0 Hookshot to the top of the stone structure at point 16 and set a bomb oi 
w a weak spot to reveal a passage to the lower level. 

W mer to gain access to a large treasure chest. You'll find the compass inside. 




©Hop 


i a door and use the hammer to hit a switch. 

‘ collect a Gold Skulltula. 

0 When you climb onto the platform 
near point 10, it will rise. Jump to a 
nearby ledge and light the ledge's torch 
with Din's Fire. Line up a bow-and-arrow 
shot and fire through the torch's flame, 
i"*"'-' 1 "nother torch on the north wall's 
!. When both torches are lit, the 
the second torch will unlock. 


len the large chest to collect the boss key. 

























































£} Drop to the first floor of the dungeon 
W and use either Din’s Fire or an arrow 
to light the room's two torches. The door 


©Jump off the ledge, slide 


steep slope onto a slowly moving 


Defeat a pair of Uzalfos and 
spiked ball to make a compa 
chest appear. Then hit the p 


0 The large room at point 12 looks 
swamp that has a single tree. A1 
you try the far door, return to the tre 


d 






































■ Q Return to the area near the well's 


A WII have to let one of the arms that 
qrows from the qround qrab vou to 
make the Dead Hand emerge. Target the 
beast's head, wait for it to bend toward 
you as he it gets close, then attack it with 
your sword. After several attacks, you'll 
defeat the beast and earn the compass. 




4 


The Lens of Truth will help you find invisible demons, 
traps and treasure—just what you need to explore the 
Shadow Temple. Return to the Temple of Time to advance 
seven years to adulthood, then play the Nocturne of 
Shadow in the graveyard to reach a secret area. Use Din's 
Fire at the Shadow Temple's entran< 
open the door. 

































Bells Ef Whistles 


Mission Additions 

The Beginner sessions leave you with a 
fun but unfinished game. Our Bells & 
Whistles additions add more play ele¬ 
ments. After you add a Martian ship that 
guards the terrain, the player will have to 
watch for rock walls and a bulldozing 
baddie. A second feature will add a text 
message that indicates when your speed 


es you m 


er your 


when you press the Shift key. 

Alien Attack 

The game’s fun factor will soar ; 
defend the landing area. The defender will have both a 
radius and a pursuit radius. As long as the players ship stays out 
of the Martian ships sighting radius, the Martian ship will remain 
in a nonaggressive patrol mode. But when the players ship drifts 
within sighting distance, the alien will shift into pursuit mode 
and chase the players ship until the ships collide or the player 
navigates out of the Martian ship's larger pursuit radius. 

Step 1—Add an Actor and an Animation Set 

Download the Alien8 files from the Art Assets/Actors/Aliens area 
of the Project FUN Game Factory website. Add an actor named 
MARTIAN to the project and give it an animation set called 
CHASE. Open the CHASE animation set and add two frames 
using two of the bitmaps from the Alien8 files: Alieno8i.bmp and 
Alien082.bmp. Select the first frame and set the Frame Delay at 5. 
Then give the frame the following collision data: 



The first Bells & Whistles tip adds 
that tries to keep you from landing 


! Display List #: 1 
! EFFECTS 


Collision Type: Circle 


Step 2—Add Another Animation Set 

The Martian ship will take on a slighdy different look when 

MARTIAN actor and call it PATROL. Add a frame using the 
Alien083.bmp file and give it the same collision data that you gave 
to the frames in the CHASE animation set. Then find the Trans- 


ju won't set an initial position or direction when you establis 
le sprite. You'll set those properties in the function that initia 
izes the Martian ship. 

Step 4—Add a Function 

The Martian ship will appear every time your program calls a ne 
function. Add a function called Martianlnit under the MyFun 
tions node and enter the following in the Declaration field: 


parency se 


click on the ellips 


.n (labc 



















eed to use two functions to generate random numbers, and Open the CHASE state and er 
mmend a third function. The function RandlntO takes an code: 
unsigned integer argument and ret 
ger that can be anything from zei 
ing the argument itself. RandInt(io), for e> 
integer in the range from zero to nine. The function RandResetO ' 
helps shuffle the random number sequence. To make the function Then click the Actions tab and enter the following code: 

work as intended, you must give it a different argument every time -- 

it's called. One good way to do that is to use the timeGetTimeO ! //Go toward the space capsule 
function to generate an argument for RandResetO- The timeGet- ! This->Follow("spaceCapsule"); 

TimeO function returns the number of milliseconds that have - --—---- 

elapsed since Windows started. 

Step 5—Add a Cjlobal Variable 

| You'll need a global variable to keep track of the Martian ship's 
sighting radius. The larger the value, the more difficult it will be to 
get away from the vehicle. Add a global variable with the following 
| properties: 


I Step 6—Add a State Machine 

ie best way to manage the Martian ships state is by way of a 
ate machine. Add a state machine called MartianSM and set it 
be used by sprites. Give the state machine three states: INIT, 
| PATROL and CHASE. The INIT state must be the state machine's 
starting state. Open the state, make sure the Starting State button 
is pressed, then enter the following Initial Actions code: 






\ZJ 

f 

* A — 

—► -* 

1 INIT 1 

Eatroi] 

IchaseI 


Step 7—Modify the Martian Sprite 

Open the Martian sprite, click on the Behavior tab and add th 
MartianSM state machine. 

Step 8—Modify SpaceCapsuleFN 

If you compile and run the code, the Martian ship will appear an 
hug the player’s ship when the ships collide. The next step is t 
make a collision destroy the player's ship. Open SpaceCapsuleFl 
and add the following code at the bottom: 


MartianlnitO; 

//If the Martian ship catches up to the player's ship. 

Create an edge from INIT to PATROL, leaving the Conditions 
code as is so the state immediately changes to PATROL. Then cre¬ 
ate an edge from PATROL to CHASE and replace the edge’s Con¬ 
ditions code with the following: 

if(This->CollisionWithSprite{"martian")) 

This->behavior.ChangeState(SM_SPACECAPSULESM, 

"BAD_C0LUSI0N"); 


//Change state if the space capsule is close enough ! 

SpritePTR earthling! "spaceCapsule"); [ , 

return This->Distance(earthling)<SafeDistance; ! ; 

5tep 9—Modify SpaceCapsuleSM 

After the player’s ship lands safely, the Martian craft should dis¬ 
appear. Open SpaceCapsuleSM and add the following to the end 

Create an edge from CHASE to PATROL and replace the Condi ' 

of the GOOD—COLLISION states Initial Actions code: 

tions code with the following: 

//Disable the Martian ship 

SpritePTR martianl'martian"); 


SpritePTR earthling! "spaceCapsule"); 

return This->Distance(earthling)>=SafeDistance+20; ! , 


*Vfter the player decides to start a new trip, the Martian ship 

Open the PATROL state and enter the following Initial Actions GOOD_COLLISION to IDLE and add the following to the end 
code: of the edge's Actions code. 

This->Animation(MARTIAN_PATROL); 

//Restart the Martian ship 

MartianlnitO; 
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MOVING IN & HEADING OUT 

FOLLOW IN THE FOOTSTEPS OF GIANTS 

In the new Pokemon game, you’ll have lots to live up to as a budding Pokemon Trainer—especially sir 
your dad is one of the toughest Gym Leaders around. In a journey crammed 

with all eight Gym Leaders will he tough fights, as will your seismic confrontation with the Pokemo 
League Champion. But your biggest challenges will register off the scale. Thieves are planning 
to wreak atmospheric havoc by waking Pokemon that haven’t stirred since the dawn of time. 

Ready to claim your place in history? All major heroes need to take a first step toward great¬ 
ness—and your first step leads you toward your family’s new house in Littleroot Towi 





FRIENDLY RIVALRY 

_yours, you’ll first meet your rival—the 

il Pokemon specialist, Professor Birch. Surprise! 

il y«ijrbe the character that you chose 
d play. You'll meet May, the profes- 
r s spirited daughter, if you chose 
to play as a boy. And you’ll meet 
Brendan, the prof's feisty son, if 

you play'as also affects. 

family. If you’re a boy, your fahuly’s 
pad is the left house. If yofe 
it’s the right hodSe^ 


AN ABSENT PROFESSOR 

After you speak with youf riya.1, he (or she) will run off to bfe with his (or her) 
dad , who s ^pdbcatching wild Pokemon. All great\Pokemo£adveptures 
begin with a 'patemal push from a local professor, sp your r 
vill be to find Professor Birch. After you’ve met with your 
and checked in with the professor's assistant at the labc 
tory, you'll be ready to go professor hunting on Route 10: 




















YOUR FIRST POK&MON 

As you move, into Route 101, you’ll find that a Poochyena is. chasin; 
Professor Birch. The professor will yell for you to save him with one o 
the Pokemon in his,’ sStchel—he’ll let you keep the Pokemon, s< 
choose carefully. 

your battle should go easily,no 
n:a ^ tai vil 1 i ! ^ 1 ” 1 ' 


its fourth move, your Pokemon 

ties. If you're going to attempt 
such a long winning streak, don't 
battle your Pokemon to its faint¬ 
ing point. Instead, head back to 
your family's home when needed. 

your sole Pokemon tp full health. • 


Yopf Gym pilgrimage is 
withlthcfirstGyin Leade 


t you expert. And with 
o ites, you'll have Ipts to 

leave Littleroot Town, Join us in our 
: road! The game arrives on March 17, 
■ if you haven't preordered, keep in mind that participating 
tailers are giving away a limited-edition Ppkem on Ruby or 
ipphire coin when you preorder— 
hiile supplies last! 
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CODES 


DROP INTO THE GEONOSIS ACADEMY SCENARIO WITH A WOOKIEE. 

The Geonosis Academy scenario is one of four bonus multiplayer 
scenarios, and the only one that allows you to control characters 
on foot. In Volume 164, we revealed codes that unlock the bonus 
scenarios and allow you to select a battle droid on Geonosis. In 
case you missed it, the batde droid code is ROGERROGER. You 
can unlock a Wookiee and Senator Amidala in the Academy sce¬ 
nario with more codes. Select the Bonuses entry from the 
Options menu, choose Codes and enter FRAGFIESTA to unlock 
the scenarios then input either of the codes below. 



▼ USE THE CHEATS CODES 

INPUT CHEAT CODES FOR A LOAD OF FEATURES AND EXTRAS. 

The Jedi Outcast FPS is packed with Star Wars lore. By using cheat 
codes, you can cut through the enemy forces in a hurry and go 
straight to the puzzles and story sequences. Select Extras from the 
main menu, then choose Cheats and enter in any of the cheats 
listed below. A shout of joy will confirm correct code entry. After 
you unlock the levels with the CHERRY cheat, you'll be able to 
select them from the Level Select menu, under Extras. You’ll find 
the movies that you can unlock using the FLICKY cheat in the 
Movie Viewer menu, also under Extras. 

CHEAT EFFECT_ 

BISCUIT_EARN INFINITE AMMUNITION_ 

BUBBLE _ BECOME INVINCIBLE _ 

CHERRY _ UNLOCK LEVELS _ 

FLICKY _ UNLOCK MOVIES _ 

FUDGE _ START THE GAME WITH YOUR LIGHTSABER 

PEEPS UNLOCK ALL CHARACTERS IN THE JEDI ARENA 



The FUDGE cheat gives you the 
lightsaber right away. 



Unlockable Jedi Arena characters 
include Lando Calrissian. 



T THE MAN WITH THE GOLDEN CHEATS CODES 

UNLOCK MISSIONS, MULTIPLAYER SCENARIOS, CHARACTERS AND MORE. 

The cheat code interface in EAs latest 007 adventure is connected 
to agent code names. You'll find a Secret Unlocks option in the 
Codenames menu. Select the option and enter any of the codes 
listed below to unlock a new feature. A message will indicate when 
you’ve entered a code correcdy. After you’re finished entering codes, 
save your code name, then press B to exit to die main menu. When 
you enter the NightFire adventure or a multiplayer game, select your 
saved code name from the list to make sure your codes take effect. 

MISSION SELECT 

using the PASSPORT code. When you start the game, the level 
selection will default to the last mission, Equinox. Press Up on 
the Control Stick to choose different missions. 

CODE RESULT _ 

PASSPORT UNLOCK ALL NIGHTFIRE MISSIONS 

MULTIPLAYER SCENARIO UNLOCKS 

The multiplayer scenarios vary widely, and you can unlock five of 
them with the following codes. The Uplink scenario challenges 
you to activate satellites while other agents try to stop you. The 
Demolition scenario asks MI6 agents to attack a site while 
Phoenix agents defend it. The Protection scenario resembles the 
Demolition scenario, but with sides switched. In the GoldenEye 
Strike scenario, you must collect pieces of the GoldenEye con¬ 
trols. Team King of the Hill is a classic batde for territory. 

CODE RESULT _ 

TRANSMIT UNLOCK UPLINK SCENARIO _ 

TNT _ UNLOCK DEMOLITION SCENARIO _ 

GUARDIAN _ UNLOCK PROTECTION SCENARIO _ 

ORBIT _ UNLOCK GOLDENEYE STRIKE SCENARIO _ 

TEAMWORK UNLOCK TEAM KING OF THE HILL SCENARIO 

MULTIPLAYER CHARACTER UNLOCKS 

The game begins with 12 available multiplayer characters. The 
codes below give you even more options. The first two codes 
unlock variations of already available characters. No two players 
can choose the same character, so if a player selects Bond or 
Drake, both variations of that character will become unavailable 
to all other players. Oddjob has an alternate weapon—his hat. 

CODE_RESULT 


BLACKTIE 

UNLOCK BOND TUX 

NUMBER 1 

UNLOCK DRAKE SUIT 

MIDAS UNLOCK GOLDFINGER 

ASSASSIN 

UNLOCK SCARAMANGA 

NUCLEAR 

UNLOCK CHRISTMAS JONES 

JANUS 

XENIA ONATOPP 

DENTAL 

UNLOCK JAWS 

VOODOO 

UNLOCK BARON SAMEDI 

BOWLER 

UNLOCK ODDJOB 

ni§§ in 
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THE LEGEND OF ZELDA: A LINK TO THE PAST/FOUR SWORDS 


TDUNGEOIM DISCOVERY 

COLLECT THE LAST FOUR CRYSTALS ON YOUR WAY TO GANON’S TOWER. 

Our Volume 164 strategy review of A Link to the Past took you 
to the end of the Skull Woods—three crystals collected, four to 
go. We pick up where the review left off—with your adventure 
in Thieves'Town. 

THIEVES' TOWN—BLIND THE THIEF 

After you let the sunlight in by blowing a hole through the dun¬ 
geon's top floor, you'll save a maiden then watch her transform 

your attacks on the monster's heads while they're attached to 
the body. Once you remove the third head, you'll win the battle. 


ICE PALACE—BOMB THE BONES 

Cape-clad skeletons regenerate seconds after you break them 
down to a pile of bones. The only way to ensure that they don't 
return is to plant a bomb quickly among the bones. The explo¬ 
sion will finish the job. 



After you turn a cape-wearing skeleton into a bone pile, place a bomb in the 
pile to obliterate the beast. 


MISEBY MIRE—STOP THE STORM 

under a perpetual storm cloud. The key to halting the rain and 
entering Misery Mire is in the Light World. Cross a suspended 
bridge to the northwest comer of Death Mountain and use the 
Book of Mudora in front of a stone slab to earn the 
Ether Medallion. Then use the flute to call your feathered 
friend and fly to the top of a bluff in the Desert of Mystery. Pull 
up a rock to reveal a Dark World portal and step into it to go to 
Misery Mire. Walk north to a platform in the swamp, stand on 
the round tile and use the Ether Medallion to shine light on 


MISERY MIRE—FOUR FLAMES 

When you reach the two adjoining rooms that each have two 
torches, move the blocks to clear a path to each torch. Then light 
all four torches before any of them bums out. A large rock slab 
will move to give you access to the next area. 



Push the blocks to clear the way, then run from one torch to the next and 
light them in a hurry. 



ICE PALACE—KHOLDSTARE 

You'll collect magic power on your way to the Ice Palace boss. 
Drop into the encounter with your power maxed out and melt the 
icy eye with eight shots from your Fire Rod. After the eye thaws, it 
will split into three creatures. Hit them with more Fire Rod blasts 
or attack them with your sword. Avoid the falling ice chunks, but 
collect the potions the creatures leave behind. 



Hit the ice block with flames, then fight with fire until you run out of magic 


MISERY MIRE—VITREOUS 

Misery Mire's leader is a large eye that surrounds itself with 
smaller eyes. Seek shelter from the enemy's lightning attacks 
in either of the lower comers of the room and hack at the small 
eyes when they float down to you. After all of the small eyes are 
gone, Vitreous will hop and attack. Avoid contact with the 
creature and hit it with your sword or arrows. 



80 | CLASSIFIED INFORMATION 
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You’ll use the Ice Rod, the Fire Rod and the Cane of Somaria 
often in Turtle Rock, which means that you will need a lot of 

Medicine of Life and Magk or Medicine of Magic and con- 



magic powerUse^eMagiifMirrttfto^ 















THE RETURN OF THE ITEM BOXES 



You can carry only eight items at a time in R 
RE Zero, you can't drop excess items where 

are scattered throughout the game, and you 


STAYING ALIVE 


ns 























T LEON—SCENARIO A 



ESCAPE FROM RACCOON CITY 

After the opening cinema scene, 

approach the back door, zombies 
dow and attack the gun shop o\ 
bullets from be ' 


un down the street, pa; 

will smashfthroughthe win¬ 
ner. Grab a box of handgi 
s and pick 


ler’s body. Exit through the back door 
head for the police station. 

ND THE POLICE STATION MAP 


Enter the door on the right side of the main lobby, then the blue doors to 
Leon's right. In the office at the opposite end of the room, you'll find two 
green herbs behind the desk and a small safe in the corner. Enter the com¬ 
bination 2236 to obtain a box of shotgun shells and a very useful map. 


JEWEL HEIST 


► You might have noticed a locked desk in the room with the item box. To 
find the key for that desk, head back out the blue doors and follow the 
hallways until you find an unlocked door to your right. The key is inside. 

* Return to the item box room and unlock the desk to find 30 handgun bul¬ 
lets. Enter the door to your left and follow the hallway until you come 
across a puddle of blood. Equip your shotgun! 



► A save room underneath the stairs you came up contains a darkroom. If 
you find a roll of film, take it there to develop it. In the meantime, store 
the red jewels in the item box and grab the bullets from the cabinet. 


• A zombified Brad Vickers holds the key to the locker in the save room. 
You'll encounter Vickers in the courtyard at the bottom of the stairs in 
front of the police station if you don't pick up a single item on your way 

there. It isn't easy for beginners, so try it wh-* u — k 

scenario A. The locker contains new costum 


VISIT S.T.A.R.S. 




Inside, you'll find another shotgun in the locker to your right, and a first 
aid spray near the desk. Pick up Chris's diary and the Unicorn Medal from 
the middle desk to trigger a short cut scene with Claire. There are some 
handgun bullets behind the desk at the other end of the room, in front of 
the big S.T.A.R.S. insignia on the wall. 

ACQUIRE THE SPADE PRECINCT KEY 


QUIET IN THE LIBRARY, PLEASE 


• Backtrack to the pool of blood where you fought the Licker and use the 
Spade Precinct Key to open the nearby door. Inside, push the stairs up 
against the cabinet so that you can reach the crank on top. There's also a 
precinct report, bullets and ink ribbons in the room. 


> Return to the hallway that leads to the S.T.A.R.S. office and unlock the 
door at the end with the Spade Precinct Key. (It's no longer of use, so dis¬ 
card it afterward.) 


• In the next area, find some hai _ 0 _ 

and a locked desk at the end of the-, ,- 0 -- 

the key for a little while, so enter the door adjacent to the desk. 



ACQUIRE THE DIAMOND PRECINCT KEY 


lobby. Drop tl 


jugh the door at the opposite end of the balcony. 


• The small key that unlocks the desk in the hall leading to the library is on 
a bench in the save room. Inside the desk are handgun parts. Combine 
them with the handgun to allow it to fire in bursts of three rounds. 


» Go back to the save room, retrieve the red jewels from the item box, exit 
into the next hallway, and enter the door to Leon's immediate right. 
Continue down the subsequent hallway (don't fight the crows-just run) 
and head through the door at the dead end. 


► Run past the burning helicopter, down the stairs, through an alley and 
into another save room. Grab the valve handle, handgun bullets and-if 
you want to save your progress-the ink ribbons. 
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Cl SPECIAL REPORT 


• Return to the burning helicopter and walk into the fenced-off area next 
to it. Use your newly acquired valve handle to rupture the water tank and 
put out the fire. Backtrack through the crow-filled hallway and enter the 
door at the end of the next hallway, where the copter crashed. 

|t's finally time to use those red 

busts beside the chained statue. 
The statue's chest will open to 
reveal the King Plug. Be sure to 
pick up the Diamond Precinct Key 



tm atop the stack of crates on 


ACQUIRE THE HEART PRECINCT KEY 

• Head back to the crow hallway once more, and this time go through the 

first door straight ahead. Once outside, walk down the r‘" : “ Ul - 

three green herbs tl— 1 — 1 -**-- J -* 


bs there) and open the door at the bottom. 


• Using the station map, mi 
requires the Diamond Pre 
Inside you'll find the Rook 

• Head for the other room that requires the Diamond Precinct Key to enter 
(again, indicated by a purple door). After vanquishing the zombies there, 
look in the drawers for a roll of film and some shotgun shells. 

• Unlock the other door to enter the room where Leon's fellow officer 
gave him the blue card key. Tragically, that officer will turn into a zombie 
and attack you. Put him to rest, then grab the Heart Precinct Key off his 



M YOU'RE PLAYING WITH POWER 

• The Heart Precinct Key unlocks only one door—use the map to head 
there next (it's marked red). In the next hall, use the cord to restore 
power to the switch box and close the window shutters. 

• Go downstairs and turn right at the fork in the next hallway (where you’ll 




Follow the winding hallway until you ci 

- ""‘-' jcci, who will tell you how t_ r _ 

er and, if you need them, a coupie of herbs 
to the hallway, enter the blue door and 
iss a ladder that leads into the sewers. 

IE THE CLUB PRECINCT KEY 


i. If you get poisoned, you’ll need to use a blue herb. 

• In the next hallway, the first door to your left is a save room. Behind the 
other door, you'll find a panel that requires the plugs you've been collect¬ 
ing to activate. You have only three of the four plugs so far, but you need 

• Controlling Ada, exit the hall. The walkway outside will eventually split. 
To your right, you’ll find a lift that leads to a box of shotgun shells. 
Through the door to your left, go downstairs and line up the wooden 
crates against the far wall. Climb back up and pull the nearby lever to 
raise the water level. Walk across the crates, pick up the Club Precinct 
Key and return to the hall to toss the items to Leon. 



UPGRADE YOUR ARSENAL 

• Return to the station and use your newly acquired Club Precinct Key to 
unlock the morgue, indicated on the map by a green door. Once inside, 
pick up the red card key from the medical cabinet at the far end. 


• Make your way to the only other room that requires the Club Precinct 
Key to open and use Leon's lighter to ignite the furnace. Turn on the mid¬ 
dle, right and left faucets (in that order) to make the painting at the other 
end of the room release the cogwheel. 
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Head to the third floor (via the library) and enter the clock tower. There, 
use the crank to lower a flight of stairs, then go up and place the cog¬ 
wheel in the gears. Push the switch to open a secret niche to your 
right-it contains the Knight Plug. After grabbing the plug, jump down 
the chute to return to the basement, then stop by Ben's cell. 


G-IMAGO 



Next, make your way toward the 
room in the sewers where you'll 

^cku^someheay 6 Stiller "onThe 
way, because you have to defeat 
the game's firstbosstoreachthe 
panel. The Magnum works best, but 
whatever weapon you use, keep 
your distance so it can't swipe at 
you. Simply step on its little spawn. 


IN THE LINE OF FIRE 

• After using all four plugs to open the door, Leon will rendezvous with 
Ada again. Through the following passageway, you'll come to a save 
room that contains an item box, some handgun bullets, a first aid spray, 
some ink ribbons and a fax. 

• Push the lockers next to the red toolbox to reveal a door that leads to a 
secret warehouse. You can use your lighter on the two oil lamps down 
there to help you more easily spot a clip of Magnum bullets and box of 
shotgun shells. 


• Back in the save room, grab the valve handle and head down the lift. As 
you take control of Ada again, follow the woman in the lab coat up the 
ventilation shaft and into the next room. After a lengthy cut scene, walk 



CRIKEY! 


• Head to the next tunnel (run toward the screen), and drop the Wolf 
Medal in the device next to the waterfall to free up some space in your 
inventory. (As usual, you can run past the giant spiders.) In the following 
room, use the valve handle to lower the bridge. 

• After crossing the bridge, use the valve handle again to raise it. Snag the 
green herbs and shotgun shells close by if you need them, and find the 
typewriter ana inx ribbons to save your game. 



THE SKY TRAM OF DOOM 

> Go back and deactivate the electronic lock at the end of the tunnel to 
meet up with Ada again. You'll climb the nearby ladder automatically. 

> Walk across the bridge and up the ramp to your left to collect the sewer 
manager's diary and the Eagle Medal. Head back to the right of the bridge 
and use the valve handle to stop the fan so you can climb up the ventila- 



SHOWDOWN WITH WILLIAM BIRKIN, PART 1 

• Once the trolley stops, exit and light the flare gun to your left so you can 
spot the Weapon Box Key on the ground nearby. 

• At the fork in the next hallway, zombies will come at you from both 
directions. Help Ada take care of them, then head left and examine what 
looks like Brad Vickers's corpse for some shotgun parts. Enter the door 
at the other end of the hall to find some green herbs to the right and a 
ladder to the left. 


i At the top of the ladder is a save room containing an item box, some 
shotgun shells, a clip of Magnum bullets, a first aid spray and two ink rib¬ 
bons. Save your game and bring some big guns with you, because there’s 
another boss battle coming up. 
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LET THERE BE LIGHT 

• Once you defeat Birkin, Leon will carry Ada to a save room that contains 
some shotgun shells. Magnum bullets and a green herb. Grab what you 
need, then exit and head through the door to your left. 

• In the next area, hang a right through the red door. Hang another right and 
enter the room at the end of the hall. Inside, you'll find a flamethrower, 
some blue herbs and two files. Use the computer to turn on the anti- 
B.O.W. gas, then light the oil under the vines so you can climb through 

•om, then check the locker for 


• Pick up the fuse case and use it on the nearby control box. A robotic arm 
will place a fuse in the case, giving you the main fuse. Grab the first aid 
spray if you need it and head back to the area with the blue and red door¬ 
ways. Place the main fuse in the breaker to turn on the power. 


ger another cut see 
ishes Showing Off his 01 laiwapeai a 
training, continue through the red 
door, then left and down the ladder. 


THE KEY CARD AND FINGERPRINTS 

• Go through the red door again and open the shutter to the left. There's a 
pair of mutant plants on the other side of the shutter, and a third through 
the next door (along with two green herbs). Exterminate them, then 
climb down the ladder. 

• Enter the door at the bottom and fight your way past the Lickers in the 
next hall. Halfway through you'll come across three green herbs and a 
shutter. Ybu won't be able to open the shutter, so proceed straight ahead. 

• Download the laboratory map in the save room, then exit and enter the 
door to Leon's left (note the red herb on the ground nearby). Use the 
Weapon Box Key on the only lit locker to obtain the Magnum parts. 
Farther inside, you'll find a Lab Card Key. 



▼ IT'S NOT OVER YET 

PLAY AS CLAIRE REDFIELD 

You’ve helped Leon escape the city, but your journey into the 
world of survival-horror is only half over. After the credits roll, 

plete that, play as Claire first and Leon second to see the story 
from a different perspective.^ 


PREPARE FOR THE FINAL BATTLE 




You can unlock the big shutter with the MO Disk, but before you do, head 
for the room where you downloaded the laboratory map to save your 

SHOWDOWN WITH WILLIAM BIRKIN, PARTS 2 & 3 
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EggMania 
Pugo Pop 






| Best Multiplayer Made 



The NP Krew almost came to blows while debating the 
clinical definition of the term “replay.” Whatever you 
call it, which game kept you coming back for more? 


3. Mortal Kombat: Deadly Alliance [E 


Every year, fantastic games are neglected in the hype 
over other titles. Pick a winner from the list below, then 
get out there and give them all a try! 


1. Broken Sword: The Shadow o 
Templars (EBAJ 
I. Car Battler Joe (EBAJ 


5. Phantasy Star Online Episode I & II [E Cl\l] 


r . Meya Man Battle IMetwork B [t 











1. Begin life as a black, then grow add- 
shaped body parts bg eating other 
blacks. Occasianallg stop eating to 
have little black babies. iCubivore. ECU] 

3. Destroy dancing zombies bg 

attacking them with a large metal 
ball. [The Pinball of the Dead, BBAJ 

3. Leave Ken and the dream house 
behind while gou circle the globe 
searching far stolen loot. [Secret Agent 

4. Stop an evil alien from stealing gaur 
traphg by attacking his goons 

with a soccer ball. [Soccer Kid. EBA] 

5. Discover that your longtime girlfriend 
may, in fact, be the mother of your 
mortal enemy’s son. 

G. Defeat a mad scientist who wants to 
steal the world’s supply of bi 

7. Help a lonely Sasquatch 
meet girls and get a job in 
the local soup kitchen. 

[Urban Yeti', EBAI 

8. Free a kidnapped rock 
band by performing 
stunts on a 
rocket-powered 


>> 


% 



Also known as the “Aaaaaarrrgh!” this category is dedi¬ 
cated to the gaming moments that made you want to 

hurl your console across the room. 

I. Getting stuck while playing Disney’s 
Magical Mircor Starring Mickeg 
Mouse [ECU] 

3. Losing your way in Dungeons & 
Dragons: Eye of the Beholder [EBA] 

3. Being picked up and carried around 
while playing The Legend of Zelda: Four 
Swords [EBA] 

4. Going online with a bunch of well- 
intentioned newbies in Phantasy Star 
Online Episode I & II [ECI\l] 

5. Running out of ammunition in Resident 
Evil Zero [ECU] 

G. Being forced to collect yet another 
strange item in Star Fox 
Adventures [ECU] 

7. Trying to line up a perfect putt in 
Swingerz Golf Challenge Mode [ECU] 

8. Missing a short jump and falling off a 
cliff in Turok: Evolution [ECU] 



Disney's Magical Quest 
Starring Mickey and Winnie 
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ENTER TO WIN THE GAMES THAT 
YOU THINK DOMINATED 2002! 


The best games. The best 
graphics. The best sound. 

Win the titles that made 
gour 2002 must-plag list! 

@ Grand Prize Winners 

1 Platinum Nintendo GameCube 

1 Platinum Game Boy Advance 5P 
5 Nintendo GameCube Game Discs* 

2 Game Boy Advance Game Paks*‘ 


Third Prize 
Winners 


Second Prize Winners 
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Stay up-to-date at 


^.animal-erossing.com *A4*AA4*A* March 


Latest Nintendo Craze Brings Back 8-Bit Days 


tem? Everyone had an NES plopped right 
in the middle of his or her feng shui 
arrangement. Apes couldn't get enough 
Donkey Kong. Eagles soared nonstop with 
Balloon Fight. Now NES fever is back and 

already rediscovered many NES games, but 
we haven't heard from anyone who's found 



Where in the World Is Wario Woods? 


Everyone’s looking for NES rarities, and one 
game keeps popping up where you'd least expect 
it. Wario Woods is as far from the woods as you 









































Final Fantasy: Crystal Chronicles 

No snazzy headline required for a game of this magnitude. Final 
Fantasy: Crystal Chronicles is on track for release in Japan within 
the next couple of months. Enjoy the new screens! 



a 


Huzzah for Giftpia! 

OK, we’ll admit it—Giftpia looks pretty weird... but it also looks 
like a ton of fun. Japanese gamers will find out soon, as the so-called 
“Communication RPG" should be available shordy. 


All Hands on Deck for Advance Wars 2 

Advance Wars 2 is coming to North America this summer! The 
sequel to the popular GBA strategy game features new command¬ 
ers, new units and tons of new maps. Epic Center will bring you lots 
of Advance Wars 2 information in the coming months—including 
overviews, screen shots and a few other surprises. 
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the world of summonER 

Long ago, a goddess named Laharah planted the Tree of Eleh, 
which gave birth to the world. After a long period of peace, the 
tree was destroyed and Laharah disappeared. Centuries later, a 
four-year-old girl named Maia was proclaimed the reincarnated 
spirit of Laharah and named queen of Halassar. Not everyone 
believes the claim, however, and Maia must fulfill the Prophecy of 
Halassar by becoming Laharah and restoring the Tree of Eleh. 
Dozens of interconnecting story lines also weave in and out of 
the main quest. If you get overwhelmed, you can review the infor¬ 
mation you've acquired by selecting Lore from the main menu. 
Now that you have a bit of background, it's time to begin your 
long and challenging quest. 


Oh Captain, My Captain 


After you dispatch a few pirates, you'll 
have to fight their captain. Triple-tap 
the B Button to perform a powerful 
combo move, then block by holding the 
L Button. If you run low on health, run 
to the other end of the ship and cast 
Heal. When you win the fight, you'll 
earn the captain's Flaming Cutlass. 
Never sell the cutlass, even when you 
get a more powerful sword—it's great 
for lighting things on fire. 


| WHO WROTE THE BOOK OF PROPHETS? 

A pirate named Neru has stolen the precious Book of the 
Prophets. You’ll have to fight your way across a monster- anc 
trap-filled island until you find his hideout. 












Light the Beacon 



an unlit beacon at the very top 
'"d. Make your way to the bea- 

_ike it with the Flaming 

Cutlass to light it. If you do so, you'll be 

There are dozens of side quests in the 
game, and many of them require you to 
take an action in one level then wait a 


Ready for another side quest? Look for a 
treasure chest under a set of wooden 


the Wyrm's Eye. If you select the Wyrm's 
Eye as your active item and use it while 
standing in front of the Wyrm of 
Vigilance statue, you'll earn a big stat 
bonus. Side quests are optional, but 
they're a great way to gain valuable 


Explore the island until you discover a 
stone bridge. (If you get lost, press Up on 
the Control Pad to bring up a map.) Fight 
the pirates on the bridge, then loot their 
remains to find a Lair Key. Use the key to 
open the door underneath the waterfall 
at the far end of the bridge, then head 
into Neru's hideout. 


■ H'lJH NERU'S HIDEOUT 

Here there be pirates, arr arr! Neru’s crew isn't happy with his 
leadership, but their coup attempt fails miserably. Take out the 
mutinous crew, then loot the place. The Book of the Prophets 


Lute Lore 



by the waterfall. Stand in the mil._ 

the bridge and use the Gold Case to 
summon a ghost. She will ask you two 
questions and give you a lute if you 
respond correctly. (The answers are 
"Dusilla" and "Tuskad III.") Sell the lute 
at the local merchant for big bucks. 



■ M'MLl BACK TO THE CASTLE 

caves. You also have to spend time making decisions that affect 
the realm and helping your people. 



Will Work for Gold 



Sometimes people will ask you for gold 
to fund various projects around the 
kingdom. Always give your people gold 


EP every time you donate to 


■ FUN IN THE SEPULCHBE 

After you’ve checked out the castle, it’s time to track down 
Krobelus, whom you agreed to capture in exchange for Neru's 
assistance. Speak to Captain Talma to leave the castle, then 
head to the Imperial Sepulchre and start cracking skulls. 


Your first order of business is to sink 
enemy ships that are sailing to your posi¬ 
tion. Head for the upper levels of the 
sepulchre, then use Sangaril to eliminate 
the guards that are standing near a large 
cannon. After you dispatch them, fire the 
cannon and take out the approaching 


As you proceed deeper into the sepul¬ 
chre, you’ll encounter an impassable wall 


one of them drops a lever, then walk up 
to the balcony overlooking the flames 
and use the lever to activate a device 
that stops the flames. (You'll need to use 

and once to pull it.) 


Cannon Fodder 



[J- .. 






































Maia Has a Go 

tough as the others. Be sure to save your game often. 


■ FIGHT THE KING'S HEROES 

After you free Krobelus, guards will appear and take you to the 
king. Maia must then prove her worth in a series of challenges. 




Once you get the Cell Key from the 
guards, you'll be able to open two jail 
cells. One contains an old-timer who will 


give you his prison writings, the other 
holds a man who's itching for a fight. 
Take the writings and eliminate the 
bully—you'll receive Ptas's Sword for 


Sneaky Sangaril 

it. She needs to sneak past a number of guards to reach a switch 
that will free your much-sought-after prisoner. If you have 
learned Sneak and Hide, it will be easy. 



If you learned Lockpick, you can open the door in the middle of the plaza. 
Sangaril will get bonus EP for not being seen and for eliminating guards on 
both the first and second floors. 


Hero of Nothing 



The first challenge pits Maia against 
four of the king's toughest heroes. Cast 
Protect on yourself, then transform into 
the Blood Summon and take out the 
fighters. After you eliminate them, you 
will see the second challenge in the 

the Sand Summon. 



ISSE3MAIAIN THE BIG CITY 

You'll have a couple of options once you defeat the king. You can 
return to your palace, fight some more in the pass or head to 
bustling Munari City. We'll take you to the city, but there are 
dozens of side quests there and you'll need to find some of them 


Mightier Than the Sword 



Once you've defeated King Azraman II 
youll be able to take Krobelus along as a 
party member. Place him in the party and 
talk to a man named Vellis near the docks. 



Look for an open-air market where mer¬ 
chants are hocking organs. (No, not the 
pianos... the innards. Ugh.) A small man 
near the end of the stalls sells books. Talk 
to him and give him the journals you found 



































Cruise across levels while 




Zip Lines Surfboard 

X - 6M - 


Htlas Sphere 




Rocket Tug 









































































Open Sesame 


.- _s leaping out of Throughout the temple, panels on the 

canyons and emerging from tombs. floor act as switches. Use them to rr~ 

Don't move too quickly through the walls or move platforms. Be careful 

level, or you'll wind up losing lives. when walking across slippery, oily ar 

Drop a Level to Collect a Gem 


Presto Change-o! 


Runaway Rug 


Hug Ride 



































Walk across the map and into the second world, where Crash will getting a chance to try the Atlas Sphere, and Crash’s sister, Coco, 
encounter more-challenging levels. Crunch will join in the fun, will snap out of her trance. 

Tiki Torture 




Hoppiri Coffins 







































Flock of Seagulls 

Get back in the water for another wet, wild ride. This time, you 
must contend with pesky seagulls, buoys and some familiar 
obstacles such as seaweed and hungry sharks. 

One Step Ahead of Danger 
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back with each character and move through the levels again to 
see what else you can find. 


Sonic's Adventure 

























LERF FOREST RCT 


Sure, you can speed through Leaf Forest and score an excellent Pad—you'll get a handy little boost to hard-to-reach areas. After 
time, but it is one level that you can afford to explore in-depth, you complete the entire level and defeat the boss, you'll be able 
Try holding down the R Button while pressing the Control to use Cream the Rabbit! 
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Great Gaming. 











































































































































ADVENTVRE?WVA1TS! 



IN AN ALL NEW LVFIA 

ADVANCE! 


m 




POWER GUIDE TO THE LATEST RELEASES KARSH 2003 


Steve— A challenging remix of one of the greatest 
games of all time. Scott— The Master Quest may not 
be for everyone—it's very challenging 
- MB and the puzzles are less intuitive that 

! ' those found in the original game—but 

the price is right and the original game is 

also included on the disc. Alan— Ocarina 

of Time with harder dungeons? Sign 
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The best BMX game yet for the GBA 


*** 


r' - The GT Advance series is fast becom- 
* *2» ’’ ing the driving-game standard for the 
' GBA. The third installment offers 
straight-ahead racing with concept cars from 
10 manufacturers—more makes and models 

pionship and single races, the game includes 
Orift-Combo mode, which tests your ability to 
zigzag through curves. It's a feature-packed 
winner with great graphics. 




Sonic the Hedgehog's second GBA 


iHHHr 


[♦ ^5*'" adventure may not present significant 
’ advances beyond his GBA debut, but 
it's a solid action title with great game play 
and lots of secrets. The side-scroller has six 
areas (each with two zones and a boss battle) 
and four playable characters (Sonic, Tails, 
Knuckles and new character, Cream the 

others as you go. 


The latest version of isometric-view 
battle classic Gauntlet hits the GBA 


lots of cool tunes,J1 environments and 

of offering cash for completed objectives. 
levels The action is fast and the fun factor is JE ' 
Saliva and five other bands " !i 


-5 r — ^ > Three vikings explore one foreign ^ ^ ^ ^ 

^ r ' : action-puzzle classic The Lost 

^ skills to survive 35 wacky levels and find the 

=: J . released 10 years ago. The Lost Vikings is JESS|Cfl ^ ^ 
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ADVENTURE ARCADE FIGHTING PLATFORM PUZZLE 


RACING SHOOTER SPORTS STRATEGY 


ALAN: ®#®®®@©®®® JESSICA: ©(©•@©•@0®® 
ANDY: ©®©®®@@®®@ SCOH: @©@©®©@®®® 
CHRIS: ®©®®®®®©©@ STEVE: ®©®®®®®®@® 
GEORGE: ®®@®©®©@®® STEVEN: ®®@®©®®@@® 


la, Mature (17+) 


Everyone 


Rating Pending 
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Justin Bailey Was Here 
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The top-selling, exclusive, adrenaline-style baseball videogame is back with a ton of new features. 




PlayStation,? GAME BOY advance 



f The Nindex 
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Bring on Pokemon! 















In a world of viffains, a goddess re born 
struggfes to fuffiff a propR 




THE OFFICIAL PLAYER’S GUIDES 
PUBLISHED BY NINTENDO 


Get Nintendo’s latest Player’s 
Guides fdr ydur newest games! 

□ UR OFFICIAL GUIDES SPILL EVERY 
SECRET THAT YOUR GAMES HOLD— 
l WITH AMAZING INSIGHTS, DETAILS 
L AND QUALITY THAT YDU WILL 
I NOT FIND ANYWHERE ELSE. 

I Stick with the prds who 1 
I kndw...Nintendo Pdwer! J 


ORDER YDUR COPIES TODAY! 

VISIT STORE.NINTENDO.COM 

OR CALL 1-B00-255-370D 


CDMINGSDDN: 


PciKeMDN Ruby Version 
and Sapphire Version 


The Legend of Zelda: 
The Wind Waker 
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ONE FURIOUS 
SARGE IS ALL 
YOU NEED! 


Q “DYNAMIC MELTING EFFECTS” - Soldiers 
take heavy damage (gaping exit wounds 
and missing limbs] throughout gameplay. 

© EDGY, PHOTO-REALISTIC LEVELS make 
battles larger than life! 


© 


ADVANCED Al allows enemy soldiers to 
seek cover, go on patrol and attack Sarge. 


© MULTIPLAYER MODES include Deathmatch 
and Team Advance. 



CATitH ALL THE ARM»ftfi*PH|ffAT: 

www.armymen.com/sangeswar 
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ss anyone selling releases from 
of support them and do let us know. 

Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity, 
please visit us at www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 



